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ABSTRACT
The objective of this research paper is to 
estimate the impact that new mega-resorts have on 
existing Las Vegas "strip" hotel/casinos.
A multiple linear regression equation will be 
created to determine the impact that new Las Vegas 
mega-resort properties may have on the gross gaming 
revenue of existing Las Vegas "strip" casino/hotels.
The results of this study found two primary 
impacts: 1) new mega-resorts did not change the growth 
rate of gross gaming revenue over an extended period of 
time and 2 ) new mega-resorts took a share of the gross 
gaming revenue resulting in a negative impact on 
existing Las Vegas "strip" casino/hotels.
Ill
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CHAPTER 1
INTRODUCTION
The objective of this research paper is to 
determine the impact of newly constructed and expanded 
mega-resorts on existing Las Vegas "strip" hotels and 
casinos. This research will consider the impact of 
such projects as the Mirage and Excalibur hotels as 
well as the expansion of the Tropicana and Flamingo 
Hilton. As a sub-objective, this research paper will 
attempt to produce a mathematical model to measure the 
impact of newly constructed and expanded mega-resorts 
on existing hotels using data available to the public 
and that can be easily reproduced.
For example, what impacts did the opening of the 
Mirage, it opened in November, 1989, have on Caesars 
Palace, Riviera, and Sands hotels; the opening of the 
Excalibur, it opened in July, 1990, have on the 
Tropicana and Hacienda hotels? An analysis of these 
projects will be the basis of this research.
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PROBLEM STATEMENT
The purpose of this research is to determine the 
impact a new mega-resort casino/hotel would have on 
the gross gaming revenue of selected casino/hotels.
DELIMITATIONS
The creation of a mathematical factor that can be 
used to estimate the impact that a new mega-resort 
casino/hotel may have on existing casino/hotels if that 
project were built on the "Las Vegas Strip."
LIMITATIONS
Limitations concerned with analyzing the impact a 
new mega-resort casino/hotel has on an existing 
property's gross gaming revenues center around a 
limited amount of data. It will be necessary to 
estimate gross gaming revenues as only industry 
averages are available to the public.
The Nevada Gaming Control Board does not make 
specific casino financial information public
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information. Instead, financial information is 
published, in the Nevada Gaming Abstract and the Gaming 
Revenue Analvsis Report, by grouping similar properties 
in specific revenue ranges. For example, financial 
information is aggregated for all Las Vegas strip 
properties vrith gross gaming revenues of $12 million to 
$36 million dollars.
The lack of specific data available to the public 
will require the researcher to utilize the Nevada 
Gaming Abstract, the Gaming Revenue Analvsis Report, 
and company annual reports to estimate the necessary 
financial information to make the necessary projections 
for this research project.
A second limitation requires that an adjustment be 
made to approximate the actual effect of traffic counts 
for selected properties as the traffic measuring 
devices were not located directly in front of the 
subject properties.
A third limitation assumes that an analysis of all 
variables deemed important through the review of 
literature and available sources of data, represents 
all of the important variables to be considered.
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A fourth limitation centers on the use of accepted 
and practiced regression techniques. These techniques 
should provide the proper structure of the 
relationships that exist between the independent and 
dependent variables (Raymond, 1990).
JUSTIFICATION
The construction of mega-resort casino/hotels on 
the Las Vegas "strip" is quite different when compared 
to existing Las Vegas hotel/casinos. Management of 
existing properties need a tool that will assist in 
forecasting the impact of new mega-resorts on existing 
properties. The goal of this project is to assist 
management in estimating the impact of a new 
mega-resort, built in the vicinity of their property, 
on their property.
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DEFINITIONS
LAS VEGAS STRIP
Refers to the section of Las Vegas Boulevard that 
begins at the intersection of Sahara Avenue 
on the north and proceeds south past Tropicana 
Avenue to the location of the Hacienda Hotel.
GROSS GAMING REVENUES
The net amount of monies won by a casino after 
paying all winning bets to gaming patrons.
MEGA-RESORT CASINO/HOTEL
Gaming properties that offer additional 
entertainment facilities, such as, theme parks, 
wild animals, and exploding volcanoes; above and 
beyond those of food, beverage, gaming, showrooms, 
and swimming pools.
NEVADA GAMING CONTROL BOARD
The recognized regulatory body responsible for 
overseeing the daily activities of gaming 
licensees in the State of Nevada. The Nevada
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Gaming Control Board was created under the 
authority of the Nevada Gaming Act in accordance 
with the procedures prescribed by Nevada Revised 
Statutes Chapter 463.
GAMING LICENSEE
Any person, company, or corporation that has been 
legally licensed to conduct casino style gaming 
within the State of Nevada.
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CHAPTER 2 
LITERATURE REVIEW
Introduction
The literature review is presented in two 
sections: forecasting techniques and feasibility 
studies. Forecasting techniques were included to 
illustrate the most generic methods used for projection 
purposes. Feasibility studies provide the most 
specific data for the purpose of forecasting the future 
affect within the hospitality industry. This two 
tiered presentation is meant to provide a literature 
review which builds one method upon another method 
becoming more and more specific with each step.
Forecasting Techniques and Regression Analvsis
Raymondo states, "[Forecasting] techniques range 
from the simple to the complex. Most fall into one of 
the following categories: extrapolation, econometrics,
and cohort components." In addition, regression 
analysis is another forecasting tool utilizing one or 
more variables.
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Extrapolation is the process of projecting growth 
rates. Extrapolation uses either arithmetic or 
exponential calculations to project future estimates 
for a particular subject. For example, a property 
experienced a population growth of 5,000 or 10% for the 
past 10 years; extrapolation permits the forecasting of 
an increase in population by 5,000 or 10% for the next 
10 years. For a short time period, the extrapolation 
method of forecasting can provide reasonably accurate 
results with a stable pattern of change (Raymondo,
1989) .
Econometric models correlates a change in 
population to changes in economic conditions. 
Econometrics are based on two factors: predicting the 
size of the working-age population and an area's 
employment growth. Working-age population predictions 
are made from 'vital' statistics (births and deaths) of 
a particular area. Employment growth is projected from 
local industry expansion; personal assumptions, and/or 
governmental employment growth statistics (Raymondo, 
1989) .
Cohort component models examine each age group (or 
cohort) separately, and apply changes to each of the
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population components (for example; births, deaths, and 
net migration), Birth and survival rates are easily 
obtained from state or local vital statistics and 
should be as detailed as possible. For example, the 
number of births or deaths per 1,000 women age 15 to 
44. Net migration rates are calculated by analyzing 
the two most recent United States decennial censuses. 
Survival rate estimates are applied to each age group 
of the earlier census in order to estimate the number 
of people that should be enumerated in the later 
census. These estimates are compared to the actual 
results of the latter census. The difference is 
considered the net migration estimate. The actual 
forecasting is made by applying birth, survival, and 
net migration estimates to a base-year population total 
(Raymondo, 1989).
The selection of a forecasting method is based on 
several factors which should include: result accuracy 
requirements; data availability; computer capabilities; 
and the level of technical expertise. In summary, 
extrapolation is best for short-range forecasts. 
Econometrics provide limited results based on age 
detail when examining the size of the working-age
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population, but not for specific detail by sex, age 
group, or race. Finally, cohort components are best 
for population forecasts by age and sex.
Linear regression is a statistical technique used 
to make predictions based on the findings of a sample 
of observations. This technique has been used in the 
field of forecasting. The analyst can quickly use 
regression analysis as further support for valuation 
estimates. The goal of regression analysis is to form 
an equation relating a dependent variable, "Y", to one 
or more independent variables, "X", so that "Y" can be 
estimated for given values of the various independent 
variable with reliable confidence (Murphy, 1989).
Regression analysis has also been a part of 
projection techniques used in the hospitality industry. 
Francis R. Celia (1968) used regression analysis for 
projection purposes. Celia's project forecasted the 
business volume of restaurants based on site 
evaluations; these basic concepts and methodology 
appear appropriate for this research paper (Raymond, 
1989) .
Celia (1968) utilizes two factors to build a 
regression model for projection purposes. These
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factors are: quantitative factors and qualitative 
factors. Quantitative factors include: population, 
income, advertising budget, number of competitors, 
traffic volume, and similar types of numerical data. 
Qualitative factors include: neighborhood 
characteristics, the ability and qualifications of the 
manager, and site visability. Qualitative factors must 
be quantified for use in a mathematical model by 
implementing a rating scale ranging from 1 to 10. The 
rating scale must be carefully defined and described 
before the regression model can be built. The factors 
used in this process are obtained from sources 
knowledgeable about the subject property (Raymond,
1989).
Celia (1968) stated, "Whether a [regression] 
model is performing efficiently, it is particularly 
important to ascertain: 1) the extent to which all the 
factors have been identified, and 2 ) whether the 
structure of the relationships is being described 
correctly."
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Feasibility Studies
Closely related to the concept of property 
valuation, but somewhat different is the concept of 
economic feasibility studies. Rushmore (1986) along 
with Beals and Troy (1982) expanded the literature, 
prior to 1980, by specifically relating economic 
feasibility studies to the hospitality industry.
Rushmore defines an economic feasibility study as, 
"A proposed hotel [which] is economically feasible or 
justifiable when the value of the facility equals or 
exceeds the total project cost when completed and 
operational." Most important to Rushmore's definition 
are two specific components, they are: forecasted 
economic value of the subject property and estimated 
total project cost (Rushmore, 1986, pg. 11).
Rushmore states, a hotel feasibility study follows 
an eight phase process, it follows:(Rushmore, 1986, pp. 
11 - 1 2 )
1. Site review. This phase evaluates the subject 
property from the viewpoint of size and topography, 
access and visibility, availability of utilities, and 
other site related attributes. The proximity to demand 
generators is also considered a significant factor from
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the aspect of travel time and modes.
2. Market demand quantification. The 
quantification of market demand requires the completion 
of a room night analysis in order to estimate the 
current amount of hotel patronage and to evaluate the 
potential for future demand growth. The room night 
analysis is estimated by using a technique known as the 
build-up approach based on an analysis of lodging 
activity. The number of occupied hotel rooms are 
quantified within the local area for the past year plus 
a factor for unaccommodated or turnaway demand. Future 
demand increases or decreases are based on a 
combination of historic, economic, and demographic 
trends coupled with expectations for future change.
3. Competitive analvsis. Competitive analysis 
begins with a review of existing hospitality 
properties. This review attempts to determine the 
occupancy, average daily rate, and market penetration 
of the existing properties. These results are then 
used to determine if proposed hotels have an 
opportunity to make an impact on the overall market. 
Combining the results from the market demand phase with 
the results from the competitive analysis produces a
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supply and demand equation that substantiates the 
Forecasting of occupancy level and the average daily 
rate.
4. Facilities and concept recommendations. The 
concept and facilities are determined by the results of 
the market demand phase and competitive findings 
analysis.
5. Forecasts of income and expenses. The 
Forecasting of income and expense is prepared by using 
the recommended facilities and concept phase. The 
anticipated occupancy and average daily rate should 
reflect the supply and demand relationship previously 
evaluated and should be directly related to the size 
and type of facilities projected. The length of the 
forecast varies from one to ten years and is based on 
the desired results.
6 . Economic value estimate. The economic value of 
a hotel or motel is calculated by using the income 
capitalization approach as previously discussed in the 
property valuation.
7. Estimate of total project cost. Total project 
cost includes all components necessary to construct and 
open the hotel. These costs include such hard costs
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as: the building, furniture, fixtures and equipment,
and site improvements. Also included are such soft
costs as: legal and architectural fees, financing, 
insurance, and taxes during construction; pre-opening 
expenses; operating capital; initial operating losses.
8 . Return on investment analvsis Internal Rate of
Return. Economic feasibility is demonstrated when a 
proposed property's economic value equals or exceeds 
its total project cost. A return on investment 
analysis provides further confirmation of feasibility 
through the preparation of a 10 year internal rate of 
return (IRR) forecast. Separate equity IRR, debt IRR, 
and a total property IRR calculations should be made in 
order to provide a comprehensive analysis.
Beals and Troy discussed several types of economic 
studies (for example, market study, marketability 
study, return on investment analysis, feasibility study 
and the appraisal report). Beals and Troy found three 
critical deficiencies in currently prepared hotel 
feasibility studies, they are:
1. Hotel feasibility reports usually estimate only 
the aggregate demand and not the specific contributions 
of the individual market segments, demand fluctuations.
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or the latent demand.
2. Hotel feasibility reports estimate the growth 
and changes in demand usually from secondary indicators 
that bear little or no direct relationship to the 
aggregate demand for hotel space.
3. Hotel feasibility reports usually only contain 
a limited description of the subject property.
In summary, Beals and Troy state that the previous 
comments about hotel feasibility reports are not a 
criticism of the analytical abilities or motivations 
of those producing the reports. Instead, the authors 
acknowledge that these reports represent a 
comparatively rudimentary form of analysis- "a base to 
build on" (Beals and Troy, 1982, pg. 17).
Beals and Troy developed a hotel feasibility model 
(1982, pg. 64). Their methodology utilizes many of the 
same steps followed by the other types of economic 
studies. The most significant difference between the 
usual feasibility report and the authors proposed 
methodology concerns the manner in which data, used in 
making financial Forecastings, is obtained and/or 
adjusted. For example, one of the steps in an economic 
study is the need for adequate knowledge of the local
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market. A traditional hotel feasibility report uses 
data about the local market to estimate demand from the 
basis of the aggregate activity of that market. Under 
the proposed methodology, the demand estimate used for 
financial forecasting purposes reflects information 
that comes from the participants in the specific 
marketing channels that bring together the consumer and 
the hotelier. Other areas in the proposed methodology 
include: data collection utilizing reports provided by 
major credit card companies (for example, American 
Express) dealing with travelers and the hospitality 
industry; the interpretation and presentation of 
forecasting results utilizing customer travel related 
information along with adequate supporting evidence 
used for forecasting; a market segmentation analysis 
which is derived from interviews with marketing-channel 
participants in the feeder locations that the proposed 
subject property will rely upon; and finally a 
facilities specification which uses the information 
projected in the market segmentation analysis in order 
to impute the needs of the market as far as the subject 
property is concerned (Beals and Troy, 1982, pp 60 - 
64) .
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Green (1979) stated, "The market study [overview 
and local] and the impact study are only the preludes 
to the real purpose of the economic feasibility study, 
which is: to show the potential economic result of a 
project (for example; construction of a hotel or motel, 
expansion or significant upgrading) over a period of 
time. The economic result may be measured by: cash 
flow; return on total investment; return on equity 
investment; return to the franchisor or management 
company; or the economic impact on community."
Summary
Rushmore's approach to feasibility studies is 
almost identical to his property valuation approach. 
Quantitative data is plugged into a financial model to 
determine the overall feasibility of a potential 
property. It should be noted that Rushmore does 
include a minimal amount of qualitative data in his 
valuation/feasibility study process. These variables 
are limited to: site reviews, competitive analysis, and 
occupancy trends.
In contrast, Beals approach to property valuation 
and feasibility studies was much more qualitative.
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Beals considered knowledge of the location and the 
factors affecting existing businesses to be the primary 
direction when analyzing a specific location. Beals 
considered the location under study from the point-of- 
view of what the current market or location offered and 
then tries to determine the need for the services that 
will be offered by the new property. Beals has 
attempted to provide a mix between the qualitative 
variables like market segmentation and facility 
specification with the quantitative variables of 
internal rate of return, and cost/benefit distribution. 
Beals' attempt to re-direct the methods used when 
determining a property's feasibility by utilizing both 
qualitative and quantitative data from the particular 
marketing channels instead of from the traditional 
source, the local market.
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CHAPTER 3 
METHODOLOGY
THE MODEL
The model used was :
. .B„X„
Y: Gross Gaming Revenue 
A: Constant 
B̂ : Coefficient for Variable #1 
: Variable #1 
Bg: Coefficient for Variable #2 
X; : Variable #2 
B3: Coefficient for Variable #3 
X;: Variable #3 
B„: Coefficient for Variable n...
X̂ : Variable n...
Regression Analysis
A multiple linear regression equation will be used 
to determine which variables are significant from the 
entire group of variables needed to determine an 
estimated impact of newly constructed mega-resorts on 
existing Las Vegas "strip" hotel/casinos gross gaming
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revenues. (NOTE: For a detailed review of regression 
analysis and its theoretical interpretation of its 
results, please consider the references located in the 
Bibliography.)
Area of Analysis
The area analyzed included the casino/hotels on 
the Las Vegas "strip" located from Sahara Avenue and 
continuing south to approximately one-half mile past 
Tropicana Avenue. [Appendix A] The regression analysis 
used data from 1983 through 1992 in order to determine 
the best possible estimate of the dependent variable 
(Raymond, 1990). The intent was to analyze those 
casino/hotels that were directly affected by 
construction of new mega-resorts.
Definition of the Variables to be Analyzed
The variables that were analyzed included: the 
number of Las Vegas visitors [Appendix C], Las Vegas 
lodging occupancy percentage [Appendix D], and Las 
Vegas rooms inventory [Appendix E] as provided by the 
Las Vegas Convention and Visitors Authority. Traffic 
count [Appendix B] data was based on automobile 
traffic counts taken at specific locations on and 
around the Las Vegas "strip" as determined by the 
Nevada Department of Transportation. In order to
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reduce any bias that might be considered by the growth 
in population, a base area of selected traffic 
measurement areas surrounding the Las Vegas "strip" 
were included as data for this variable. The final 
independent variable was time (integer indexing for 
1983 through 1992).
The data for the dependent variable, gross gaming 
revenue was obtained from the Nevada Gaming Abstract 
(1983 - 1992). The data includes all gaming operations 
located on the Las Vegas "strip" earning $1 million or 
more in gross gaming revenue.
Determination of Variable Significance
The relative strength of the regression estimating 
equation was determined through consideration of the 
statistic and the standard error of the "X" coefficient 
(B). By definition Celia (1968) states, "The 
coefficient of determination (R/) measures the degree 
to which the variations in business volume have been 
explained by the variations in the factors included in 
the model (regression equation). Additionally, the 
standard error of the "X" coefficient was also 
considered when assessing the relative strength of the 
equation. A low or minimal standard error can be 
interpreted to suggest that the variables tested 
explain a significant estimate of the impact that newly
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constructed mega-resorts have on the gross gaming 
revenues of existing Las Vegas "strips" hotels and 
casinos.
A "t-test" was conducted, on the "X" coefficient 
(Bj, Bj, B3, B„...), in order to determine if the 
independent variable significantly contributed to the 
regression equation. A confidence level of 95 percent 
was used to determine if an independent variable was 
significant.
Once the significant variables have been 
identified and the final regression equation developed, 
the equation can be used to estimate the impact of the 
newly opened mega-resorts: the Luxor, Treasure Island, 
and the MGM Grand will have on the gross gaming 
revenues of existing Las Vegas "strip" hotel/casinos. 
These estimates are contingent upon the future 
projections of the independent variables included in 
the final equation.
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CHAPTER 4
DESCRIPTIVE ANALYSIS OF FINDINGS AND RESULTS 
Introduction
Regression analyses results are shown in Tables 1 
through 31. The dependent variable (Y) is gross gaming 
revenue ($) for all tables. The first series of tables 
show the relationship of a single independent variable 
(X) on gross gaming revenue. The second series of 
tables show the multiple regression relationships of 
two variables on gross gaming revenue. The third 
series of tables show the multiple regression 
relationships of three variables on gross gaming 
revenue. The fourth series of tables show the multiple 
regression relationships of four variables on gross 
gaming revenue. The final table in the series shows 
the multiple regression relationships of five variables 
on gross gaming revenue.
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Results
Table 1 indicates that there is a significant
correlation between gross gaming revenue and lodging
occupancy percentage.
Table 1
Regression analysis; Gross gaming revenue vs. 
lodging occupancy percent.
MODEL: Y = A + BX
Y = $ Gross Gaming Revenue 
B = Occupancy coefficient 
X = Occupancy percent
REGRESSION OUTPUT;
Constant -3,096,215,667.99
Std Err of Y Est 467,296,131.17
R Squared 0.3483
R 0.5902
No. of Observations 10
Degrees of Freedom 8
VARIABLE COEFFICIENT STD ERROR t-VALUE
OCCUPANCY
PERCENT 6,055,265,078.73 2,928,251,721.72 2.07
VARIABLE IS SIGNIFICANT IF -1.860 < "t" < 1.860 
FOR A 95% CONFIDENCE LEVEL
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Table 2 shows that there is a significant
correlation between gross gaming revenue and traffic
counts•
Table 2
Regression analysis: Gross gaming revenue vs. traffic 
counts.
MODEL: Y = A ^ BX
Y = $ Gross Gaming Revenue
B = Traffic counts coefficient
X = Traffic counts
REGRESSION OUTPUT:
Constant -4,222,502,657.86
Std Err of Y Est 201,954,833.69
R Squared 0.8783
R 0.9372
No. of Observations 10
Degrees of Freedom 8
VARIABLE COEFFICIENT STD ERROR t-VALUE
TRAFFIC
COUNTS 7,381.19 971.50 7.60
VARIABLE IS SIGNIFICANT IF -1.860 < "t" < 1.860 
FOR A 95% CONFIDENCE LEVEL
R eproduced with perm ission of the copyright owner. Further reproduction prohibited without perm ission.
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Table 3 indicates that there is a significant 
correlation between gross gaming revenue and time.
Table 3
Regression analysis: Gross gaming revenue vs. time.
MODEL: Y = A + BX
Y = $ Gross Gaming Revenue 
B = Time coefficient 
X = Time
REGRESSION OUTPUT:
Constant 819,636,796.33
Std Err of Y Est 127,398,028.96
R Squared 0.9516
R 0.9755
No. of Observations 10
Degrees of Freedom 8
VARIABLE COEFFICIENT STD ERROR t-VALUE
TIME 175,838,780.94 14,026,061.36 12.54
VARIABLE IS SIGNIFICANT IF -1.860 < "t" < 1.860 
FOR A 9 5% CONFIDENCE LEVEL.
R eproduced  with perm ission o f the copyright owner. Further reproduction prohibited without perm ission.
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Table 4 shows that there is a significant
correlation between gross gaming revenue and visitor
counts.
Table 4
Regression analysis; Gross gaming revenue vs. visitor 
counts.
MODEL: Y = A + BX
Y = $ Gross Gaming Revenue 
B = Visitor counts coefficient 
X = Visitor counts
REGRESSION OUTPUT:
Constant -823,528,058.41
Std Err of Y Est 108,115,246.88
R Squared 0.9651
R 0.9824
No. of Observations 10
Degrees of Freedom 8
VARIABLE COEFFICIENT STD ERROR t-VALUE
VISITOR
COUNTS 153.29 10.30 14.88
VARIABLE IS SIGNIFICANT IF -1.860 < "t" < 1.860 
FOR A 95% CONFIDENCE LEVEL
R eproduced with perm ission of the copyright owner. Further reproduction prohibited without perm ission.
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Table 5 indicates that there is a significant
correlation between gross gaming revenue and rooms
inventory.
Table 5
Regression analysis: Gross aamina revenue vs. rooms 
inventory.
MODEL: Y = A + BX
Y = $ Gross Gaming Revenue 
B = Rooms inventory coefficient 
X = Rooms inventory
REGRESSION OUTPUT:
Constant 
Std Err of Y Est 
R Squared 
R
No. of Observations 
Degrees of Freedom
VARIABLE COEFFICIENT
•1,704,858,103.56
68,218,934.52 
0.9861 
0.9930 
10 
8
STD ERROR t-VALUE
ROO ISims: N:.
VAR: 
FOR A
5,368.74 2,323.19 23.83
SIGNIFICANT IF -1.860 < "t" < 1.860
^FIDENCE LEVEL
R eproduced with perm ission of the copyright owner. Further reproduction prohibited without perm ission.
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Table 6 indicates that there is a significant
correlation between gross gaming revenue, traffic
counts, and lodging occupancy percent.
Table 6
Regression analysis; Gross gaming revenue vs. traffic 
counts and lodging occupancy percent.
MODEL: Y = A + B3X3 + B2X2
= $ Gross Gaming Revenue 
= Traffic counts coefficient 
= Occupancy percent coefficient 
X3 = Traffic counts 
Xg = Occupancy percent
Y
B, 
REGRESSION OUTPUT;
Constant 
Std Err of Y Est 
R Squared 
R
No. of Observations 
Degrees of Freedom
VARIABLE COEFFICIENT
-2,804,865,934.70
136,387,664.83
0.9514
0.9754
10
7
STD ERROR
TRAFFIC
COUNTS 10,242.18 1,098.63
OCCUPANCY
PERCENT -4,646,396,364.72 1,431,134,256.54
t-VALUE
9.32
-3.25
VARIABLE IS SIGNIFICANT IF -1.895 < "t" < 1.895 
FOR A 95% CONFIDENCE LEVEL
R eproduced with perm ission of the copyright owner. Further reproduction prohibited without perm ission.
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Table 7 shows that there is a significant 
correlation between gross gaming revenue and time and 
an insignificant correlation between gross gaming 
revenue and traffic counts.
Table 7
Regression analysis; Gross gaming revenue vs. time and 
traffic counts.
MODEL: Y = A + + B̂ X^
Y = $ Gross Gaming Revenue 
B̂  = Time coefficient 
B; = Traffic counts coefficient 
X3 = Time
Xg = Traffic counts
REGRESSION OUTPUT:
Constant 1,108,996,306.05
Std Err of Y Est 135,918,251.54
R Squared 0.9518
R 0.9756
No. of Observations 10
Degrees of Freedom 7
VARIABLE COEFFICIENT STD ERROR t-VALUE
TIME 185,059,711.69 56,674,802.27 3.27
TRAFFIC
COUNTS -417.72 2,476.30 -0.17
VARIABLE IS SIGNIFICANT IF -1.895 < "t" < 1.895 
FOR A 95% CONFIDENCE LEVEL
R eproduced with perm ission of the copyright owner. Further reproduction prohibited without perm ission.
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Table 8 indicates that there is an insignificant
correlation between gross gaming revenue, visitor
counts and time.
Table 8
Regression analysis; Gross gaming revenue vs. time and 
visitor counts.
MODEL: Y = A + + B^X^
Y = $ Gross Gaming Revenue 
B̂  = Time coefficient 
Bg = Visitor counts coefficient 
X3 = Time
Xg = Visitor counts
REGRESSION OUTPUT:
Constant -592,173,108.81
Std Err of Y Est 114,930,360.85
R Squared 0.9655
R 0.9826
No. of Observations 10
Degrees of Freedom 7
VARIABLE COEFFICIENT STD ERROR t-VALUE
TIME 25,438,477.40 90,297,397.09 0.28
VISITOR
COUNTS 131.49 78.16 1.68
VARIABLE IS SIGNIFICANT IF -1.895 < "t" < 1.895 
FOR A 95% CONFIDENCE LEVEL
R eproduced with perm ission of the copyright owner. Further reproduction prohibited without perm ission.
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Table 9 indicates that there is a significant 
correlation between gross gaming revenue and visitors 
counts and an insignificant correlation between gross 
gaming revenue and traffic counts.
Table 9
Regression analysis: Gross gaming revenue vs. visitor 
counts and traffic counts.
MODEL: Y = A + B3X3 + B^X^
Y = $ Gross Gaming Revenue
B3 = Visitor counts coefficient
Bj = Traffic counts coefficient
X 3 = Visitor counts
X; = Traffic counts
REGRESSION OUTPUT;
Constant 238,875,397.84
Std Err of Y Est 107,906,067.21
R Squared 0.9696
R 0.9847
No. of Observations 10
Degrees of Freedom 7
VARIABLE COEFFICIENT STD ERROR t-VALUE
VISITOR
COUNTS 195.25 42.58 4.59
TRAFFIC
COUNTS -2,182.60 2,149.49 -1.02
VARIABLE IS SIGNIFICANT IF -1.895 < "t" < 1.895 
FOR A 95% CONFIDENCE LEVEL
R eproduced  with perm ission of the copyright owner. Further reproduction prohibited without perm ission.
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Table 10 shows that there is a significant
correlation between gross gaming revenue, time, and
lodging occupancy percent.
Table 10
Regression analysis: Gross gaming revenues, time and 
lodging occupancy percent.
MODEL: Y = A + B̂ X. + B̂ X^
Y = $ Gross Gaming Revenue 
Bj = Time coefficient 
Bj = Occupancy percent coefficient 
X3 = Time
X; = Occupancy percent
REGRESSION OUTPUT:
Constant 2,773,391,735.19
Std Err of Y Est 80,889,970.80
R Squared 0.9829
R 0.9914
No. of Observations 10
Degrees of Freedom 7
VARIABLE COEFFICIENT STD ERROR t-VALUE
TIME 209,852,385.11 13,014,896.52 16.12
OCCUPANCY
PERCENT -2,654,798,811.75 740,770,9 03.87 -3.58
VARIABLE IS SIGNIFICANT IF -1.895 < "t" < 1.895 
FOR A 95% CONFIDENCE LEVEL
R eproduced  with perm ission of the copyright owner. Further reproduction prohibited without perm ission.
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Table 11 indicates that there is a significant
correlation between gross gaming revenue, visitor
counts, and lodging occupancy percent.
Table 11
Regression analysis: Gross gaming revenue vs. visitor 
counts and lodging occupancy percent.
MODEL: Y = A + + B^X^
Y = $ Gross Gaming Revenue 
B^ = Visitor counts coefficient 
Bg = Occupancy percent coefficient 
Xj = Visitor counts 
Xj = Occupancy percent
REGRESSION OUTPUT:
Constant 383,907,325.90
Std Err of Y Est 80,127,117.44
R Squared 0.9832
R 0.9916
No. of Observations 10
Degrees of Freedom 7
VARIABLE COEFFICIENT STD ERROR t-VALUE
VISITOR
COUNTS 173.81 10.67 16.28
OCCUPANCY
PERCENT -1,930,555,100.04 701,912,822.42 -2.75
VARIABLE IS SIGNIFICANT IF -1.895 < "t" < 1.895 
FOR A 95% CONFIDENCE LEVEL
R eproduced with perm ission of the copyright owner. Further reproduction prohibited without perm ission.
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Table 12 shows that there is a significant 
correlation between gross gaming revenue and rooms 
inventory and an insignificant correlation between 
gross gaming revenue and lodging occupancy percent.
Table 12
Regression analysis; Gross gaming revenue vs. rooms 
inventory and lodging occupancy percent.
MODEL : Y = A + BjX, + BjXj
Y = $ Gross Gaming Revenue 
B̂  = Rooms inventory coefficient 
B̂  = Occupancy percent coefficient 
X3 = Rooms inventory 
Xg = Occupancy percent
REGRESSION OUTPUT:
Constant 
Std Err of Y Est 
R Squared 
R
No. of Observations 
Degrees of Freedom
-1,964,185,585.95
69,823,574.01 
0.9873 
0.9936 
10 
7
VARIABLE
ROOMS
INVENTORY
OCCUPANCY
PERCENT
COEFFICIENT
54,065.99
423,458,550.74
STD ERROR
2,884.52
530,775,778.65
t-VALUE
18.74
0.80
VARIABLE IS SIGNIFICANT IF -1.895 < "t" < 1.895 
FOR A 95% CONFIDENCE LEVEL
R eproduced  with perm ission o f the copyright owner. Further reproduction prohibited without perm ission.
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Table 13 indicates that there is a significant 
correlation between gross gaming revenue and rooms 
inventory and an insignificant correlation between 
gross gaming revenue and visitor counts.
Table 13
Regression analysis; Gross gaming revenue vs. rooms 
inventory and visitor counts.
MODEL : Y = A + BiXi + B2X2
= $ Gross Gaming Revenue 
= Rooms inventory coefficient 
= Visitor counts coefficient 
= Rooms inventory 
= Visitor counts
REGRESSION OUTPUT: 
Constant
Std Err of Y Est 
R Squared 
R
No. of Observations 
Degrees of Freedom
-1,514,898,920.47
66,378,640.64
0.9885
0.9942
10
7
VARIABLE
ROOMS
INVENTORY
VISITOR
COUNTS
COEFFICIENT
42,180.11
37.69
STD ERROR
11,184.38
31.30
t-VALUE
3.77 
1.20
VARIABLE IS SIGNIFICANT IF -1.895 < "t" < 1.895 
FOR A 95% CONFIDENCE LEVEL
R eproduced  with perm ission of the copyright owner. Further reproduction prohibited without perm ission.
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Table 14 shows that there is a significant 
correlation between gross gaming revenue and rooms 
inventory and an insignificant correlation between 
gross gaming revenue and traffic counts.
Table 14
Regression analvsis; Gross gaming revenue vs. rooms 
inventorv"and traffic counts.
MODEL; Y = A + + B̂ X^
Y = $ Gross Gaming Revenue
= Rooms inventory coefficient 
Bg = Traffic counts coefficient 
X3 = Rooms inventory 
X2 = Traffic counts percent
REGRESSION OUTPUT:
Constant -2,157,240,712.05
Std Err of Y Est 64,442,241.19
R Squared 0.9892
R 0.9946
No. of Observations 10
Degrees of Freedom 7
VARIABLE COEFFICIENT STD ERROR t-VALUE
ROOMS
INVENTORY 48,028.81 5,677.22 8.46
TRAFFIC
COUNTS 1,124.20 801.94 1.40
VARIABLE IS SIGNIFICANT IF -1.895 < "t" < 1.895 
FOR A 95% CONFIDENCE LEVEL
R eproduced  with perm ission o f the copyright owner. Further reproduction prohibited without perm ission.
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Table 15 .ndicates that there is a significant
correlation between gross gaming revenue, time, and
rooms inventory.
Table 15
Regression analvsis; Gross gaming revenue vs. time and 
rooms inventory.
MODEL: Y = A + + B̂ X^
Y = $ Gross Gaming Revenue 
B̂  = Time coefficient 
B; = Rooms inventory coefficient 
X 3 = Time
X; = Rooms inventory
REGRESSION OUTPUT:
Constant -1,084,466,812.18
Std Err of Y Est 59,124,817.18
R Squared 0.9909
R 0.9954
No. of Observations 10
Degrees of Freedom 7
VARIABLE COEFFICIENT STD ERROR t-VALUE
TIME 46,646,402.21 24,414,971.68 1.91
ROOMS
INVENTORY 41,462.42 7,552.00 5.49
VARIABLE IS SIGNIFICANT IF -1.895 < "t" < 1.895 
FOR A 95% CONFIDENCE LEVEL
R eproduced  with perm ission o f the copyright owner. Further reproduction prohibited without perm ission.
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Table 16 shows that there is a significant 
correlation between gross gaming revenue and visitor 
counts and an insignificant correlation between gross 
gaming revenue, traffic counts, and time.
Table 16
Regression analvsis; Gross gaming revenue vs. visitor, 
counts, traffic counts, and time.
MODEL; Y = A + + B^X^ + B3X3
Y = $ Gross Gaming Revenue 
B3 = Visitor counts coefficient 
Bg = Traffic counts coefficient 
B3 = Time coefficient 
X3 = Visitor counts 
Xg = Traffic counts 
X, = Time
REGRESSION OUTPUT: 
Constant
Std Err of Y Est 
R Squared 
R
No. of Observations 
Degrees of Freedom
VARIABLE COEFFICIENT
606,611,167.18
115,122,610.01 
0.9703 
0.9850 
iO 
6
STD ERROR t-VALUE
VISITOR
COUNTS
TRAFFIC
COUNTS
TIME
166.93
-2,279.86
35,229,055.81
VARIABLE IS SIGNIFICANT IF 
FOR A 95% CONFIDENCE LEVEL
86.12 1.94
2,306.96 -0.99
90,989,388.01 0.39
-1.943 < "t" < 1.943
R eproduced with perm ission of the copyright owner. Further reproduction prohibited without perm ission.
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Table 17 shows that there is a significant 
correlation between gross gaining revenue, lodging 
occupancy percent and visitor counts and an 
insignificant correlation between gross gaming revenue 
and traffic counts.
Table 17
Regression analysis: Gross gaming revenue vs. lodging 
occupancy percent, visitor counts, and traffic counts.
MODEL : Y = A + + BjXj + B3X3
Y = $ Gross Gaming Revenue
B3 = Occupancy percent coefficient
Bj = Visitor counts coefficient
B3 = Traffic counts coefficient
X3 = Occupancy percent
Xg = Visitor counts
X. = Traffic counts
REGRESSION OUTPUT;
Constant
Std Err of Y Est 
R Squared 
R
No. of Observations 
Degrees of Freedom
VARIABLE COEFFICIENT
-194,383,557.90
81,713,474.03
0.9851
0.9925
10
6
STD ERROR t-VALUE
OCCUPANCY
PERCENT -2,561,530,506.77 1,028,170,352.00
VISITOR
COUNTS 142.09 38.67
TRAFFIC
COUNTS 1,998.78 2,338.04
■2.49
3.67
0.85
VARIABLE IS SIGNIFICANT IF -1.943 < "t" < 1.943 
FOR A 95% CONFIDENCE LEVEL
R eproduced with perm ission of the copyright owner. Further reproduction prohibited without perm ission.
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Table 18 shows that there is an insignificant
correlation between gross gaming revenue, lodging
occupancy percent, visitor counts, and rooms inventory.
Table 18
Regression analysis; Gross gaming revenue vs. lodging 
occupancy percent, visitor counts, and rooms inventory.
MODEL; Y = A + + B^X^ 4- B3X3
Y = $ Gross Gaming Revenue
B3 = Occupancy percent coefficient
Bj = Visitor counts coefficient
B3 = Rooms inventory coefficient
X3 = Occupancy percent
Xg = Visitor counts
X3 = Rooms inventory
REGRESSION OUTPUT;
Constant -1,149,829,125.09
Std Err of Y Est 70,835,856.60
R Squared 0.9888
R 0.9940
No. of Observations 10
Degrees of Freedom 6
VARIABLE COEFFICIENT STD ERROR t-VALUE
OCCUPANCY
PERCENT -413,292,494.01 1,078,717,606.53 -0.38
VISITOR
COUNTS 59.90 66.91 0.90
ROOMS
INVENTORY 35,677.58 20,748.54 1.72
VARIABLE IS SIGNIFICANT IF -1.943 < "t" < 1.943 
FOR A 95% CONFIDENCE LEVEL
R eproduced  with perm ission of the copyright owner. Further reproduction prohibited without perm ission.
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Table 19 shows that there is a significant 
correlation between gross gaming revenue and lodging 
occupancy percent and an insignificant correlation 
between gross gaming revenue, visitor counts, and time.
Table 19
Regression analysis: Gross gaming revenue vs. lodging 
occupancy percent, visitor counts, and time.
MODEL: Y = A + + B̂ X^ + B3X3
Y = $ Gross Gaming Revenue
B3 = Occupancy percent coefficient
Bg = Visitor counts coefficient
B3 = Time coefficient
X3 = Occupancy percent
Xg = Visitor counts
X3 = Time
REGRESSION OUTPUT:
Constant
Std Err of Y Est 
R Squared 
R
No. of Observations 
Degrees of Freedom
VARIABLE COEFFICIENT
1,605,220,000.34 
70,382,289.00 
0.9889 
0.9944 
10 
6
STD ERROR t-VALUE
OCCUPANCY
PERCENT
VISITOR
COUNTS
TIME
-2,364,455,742.63 664,383,97 9.08
88.90
104,449,608.10
49.34
59,587,608.52
-3.56
1.80
1.75
VARIABLE IS SIGNIFICANT IF 
FOR A 95% CONFIDENCE LEVEL
-1.943 < "t" < 1.943
R eproduced with perm ission of the copyright owner. Further reproduction prohibited without perm ission.
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Table 20 shows that there is a significant 
correlation between gross gaming revenue and rooms 
inventory and an insignificant correlation between 
gross gaming revenue, visitor counts, and traffic 
counts.
Table 20
Regression analysis; Gross gaming revenue vs. visitor 
counts, rooms inventory, and traffic counts.
MODEL : Y = A + B3X3 + BjXj B,X,
Y
=
Ba = 
B3 = 
Xi = 
Xa = 
X, =
= $ Gross Gaming Revenue 
= Visitor counts coefficient 
Rooms inventory coefficient 
Traffic counts coefficient 
Visitor counts 
Rooms inventory 
Traffic counts
REGRESSION OUTPUT: 
Constant
Std Err of Y Est 
R Squared 
R
No. of Observations 
Degrees of Freedom
VARIABLE
VISITOR
COUNTS
ROOMS
INVENTORY
TRAFFIC
COUNTS
COEFFICIENT
4.08
47,206.38
1,031.73
-2,099,490,224.91
69,582,249.29
0.9892
0.9946
10
6
STD ERROR
VARIABLE IS SIGNIFICANT IF 
FOR A 95% CONFIDENCE LEVEL
64.25
14,341.74 
1,695.54
1.943 < "t"
t-VALUE
0.06
3.29
0.61
< 1.943
R eproduced  with perm ission o f the copyright owner. Further reproduction prohibited without perm ission.
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Table 21 indicates that there is a significant 
correlation between gross gaining revenue and rooms 
inventory and an insignificant correlation between 
gross gaming revenue, traffic counts, and lodging 
occupancy percent.
Table 21
Regression analysis; Gross gaming revenue vs. rooms 
inventory, traffic counts, and lodging occupancy 
percent.
MODEL ; B3X2 + B3X3
Y = $ Gross Gaming Revenue 
B3 = Rooms inventory coefficient 
B; = Traffic counts coefficient 
B3 = Occupancy percent coefficient 
X3 = Rooms inventory 
X3 = Traffic counts 
X3 = Occupancy percent
REGRESSION OUTPUT:
Constant 
Std Err of Y Est 
R Squared 
R
No. of Observations 
Degrees of Freedom
-2,130,759,050.28
66,594,221.29 
0.9901 
0.9950 
10 
6
VARIABLE COEFFICIENT STD ERROR t-VALUE
ROOMS
INVENTORY 43,038.87 
TRAFFIC 
COUNTS 2,260.74
OCCUPANCY
PERCENT -790,061,003.77
VARIABLE IS SIGNIFICANT IF 
FOR A 95% CONFIDENCE LEVEL
8,904.56 4.83
1,736.27 1.30
1,060,601,818.95 -0.74
1.943 < "t" < 1.943
R eproduced  with perm ission of the copyright owner. Further reproduction prohibited without perm ission.
Table 22 shows that there is a significant 
correlation between gross gaming revenue and rooms 
inventory and an insignificant correlation between 
gross gaming revenue, time, and traffic counts.
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Table 22
Regression analysis; Gross gaming revenue vs. time, 
roQi'i'ta inventory, and traffic counts,
MODEL; Y = A + + B^X^ + B3X3
Y 
Bi = 
Bz = 
B3 = 
Xi = 
X2 = X, =
= $ Gross Gaming Revenue 
= Time coefficient
Rooms inventory coefficient 
Traffic counts coefficient 
Time
Rooms inventory 
Traffic counts
REGRESSION OUTPUT;
Constant -1,230,221,721.57
Std Err of Y Est 63,705,292.69
R Squared 0.9909
R 0.9954
No, of Observations 10
Degrees of Freedom 6
VARIABLE COEFFICIENT STD ERROR t-VALUE
TIME 41,759,418.27 38,724,437.98 1.08
ROOMS
INVENTORY 41,609.02 8,181.60 5.09
TRAFFIC
COUNTS 200.69 1,167.00 0.17
VARIABLE IS SIGNIFICANT IF -1.943 < "t" < 1.943
FOR A 95% CONFIDENCE LEVEL
R eproduced  with perm ission of the copyright owner. Further reproduction prohibited without perm ission.
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Table 23 shows that there is a significant 
correlation between gross gaming revenue and rooms 
inventory and an insignificant correlation between 
gross gaming revenue, visitor counts, and time.
Table 23
Regression analvsis: Gross gaming revenue vs. visitor 
counts, rooms inventory, and time.
MODEL : Y = A + B3X3 + BjXj + B3X3
= $ Gross Gaming Revenue 
= Visitor counts coefficient 
Rooms inventory coefficient 
Time coefficient 
Visitor counts 
Rooms inventory 
X, = Time
Y 
B3 = 
B2 = 
B3 = 
Xi = X, =
REGRESSION OUTPUT: 
Constant
Std Err of Y Est 
R Squared 
R
No. of Observations 
Degrees of Freedom
VARIABLE COEFFICIENT
•934,596,060.13
62,424,052.99 
0.9913 
0.9956 
10 
6
STD ERROR t-VALUE
VISITOR
COUNTS
ROOMS
INVENTORY
TIME
■30.28
45,278.03
69,390,041.05
VARIABLE IS SIGNIFICANT IF 
FOR A 95% CONFIDENCE LEVEL
57.26 -0.53
10,753.65 4.21
50,143,304.72 1.38
•1.943 < "t" < 1.943
R eproduced  with perm ission o f the copyright owner. Further reproduction prohibited
without perm ission.
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Table 24 shows that there is a significant 
correlation between gross gaining revenue, time, and 
rooms inventory and an insignificant correlation 
between gross gaming revenue and lodging occupancy 
percent.
Table 24
Regression analvsis: Gross gaming revenue vs. time, 
rooms inventory, and lodging occupancy percent.
MODEL: Y = A + + B̂ X^ + B3X3
Y = $ Gross Gaming Revenue 
B3 = Time coefficient 
Bj = Rooms inventory coefficient 
B3 = Occupancy percent coefficient 
Xj = Time
X; = Rooms inventory 
X3 = Occupancy percent
REGRESSION OUTPUT:
Constant 99,545,467.41
Std Err of Y Est 57,033,043.57
R Squared 0.9927
R 0.9963
No. of Observations 10
Degrees of Freedom 6
VARIABLE COEFFICIENT STD ERROR t-VALUE
TIME 90,837,805.13 42,860,381.91 2.12
ROOMS
INVENTORY 31,283.43 11,004.77 2.84
OCCUPANCY
PERCENT -973,670,310.00 789,001,850.24 -1.23
VARIABLE IS SIGNIFICANT IF -1.943 < "t" < 1.943 
FOR A 95% CONFIDENCE LEVEL
R eproduced  with perm ission of the copyright owner. Further reproduction prohibited without perm ission.
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Table 25 indicates that there is a significant
correlation between gross gaming revenue, time, traffic
counts, and lodging occupancy percent.
Table 25
Regression analvsis: Gross aamina revenue vs. time, 
traffic counts, and lodging occupancy percent.
MODEL: Y = A + + B^X^ + B3X3
Y = $ Gross Gaming Revenue 
B3 = Time coefficient 
Bj = Traffic counts coefficient 
B3 = Occupancy percent coefficient 
X 3 = Time
X; = Traffic counts 
X3 = Occupancy percent
REGRESSION OUTPUT:
Constant 1,046,247,559.23
Std Err of Y Est 57,171,906.65
R Squared 0.9927
R 0,9963
No. of Observations 10
Degrees of Freedom 6
VARIABLE COEFFICIENT STD ERROR t-VALUE
TIME 144,522,029.35 24,845,076.20 5.82
TRAFFIC
COUNTS 3,520.95 1,243.86 2.83
OCCUPANCY
PERCENT -3,622,123,028.03 625,220,748.98 -5.79
VARIABLE IS SIGNIFICANT IF -1.943 < "t" < 1.943 
FOR A 95% CONFIDENCE LEVEL
R eproduced  with perm ission o f the copyright owner. Further reproduction prohibited without perm ission.
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Table 26 shows that there is an insignificant 
correlation between gross gaining revenue, rooms 
inventory, visitor counts, traffic counts, and lodging 
occupancy percent.
Table 26
Regression analvsis: Gross gaming revenue vs. rooms 
inventory, visitor counts, traffic counts, and lodging 
occupancy percent.
MODEL: Y = A + + B^X^ + B3X3 + B^X^
Y = $ Gross Gaming Revenue 
B3 = Rooms inventory coefficient 
Bg = Visitor counts coefficient
B3 = Traffic counts coefficient
B4 = Occupancy percent coefficient 
X3 = Rooms inventory
X; = Visitor counts
X3 = Traffic counts
X4 = Occupancy percent
REGRESSION OUTPUT:
Constant -1,676,749,293.07
Std Err of Y Est 71,678,292.40
R Squared 0.9904
R 0.9952
No. of Observations 10
Degrees of Freedom 5
VARIABLE COEFFICIENT STD ERROR t-VALUE
ROOMS
INVENTORY 35,130.91 21,003.58 1.67
VISITOR
COUNTS 31.45 74.33 0.42
TRAFFIC
COUNTS 1,902.4 5 2,051.71 0.93
OCCUPANCY
PERCENT -1,037,107,563.24 1,282,215,851.82 -0.81
VARIABLE IS SIGNIFICANT IF -2.015 < "t" < 2.015 
FOR A 95% CONFIDENCE LEVEL
R eproduced with perm ission of the copyright owner. Further reproduction prohibited without perm ission.
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Table 27 indicates that there is a significant 
correlation between gross gaming revenue and rooms 
inventory and an insignificant correlation between 
gross gaming revenue, time, traffic counts, and visitor 
counts.
Table 27
Regression analvsis; Gross gaming revenue vs. time, 
rooms inventory, traffic counts, and visitor counts.
MODEL; Y = A + + B^X^ + B3X3 + B^X^
Y = $ Gross Gaming Revenue 
B3 = Time coefficient 
63 = Rooms inventory coefficient 
B3 = Traffic counts coefficient
B̂  = Visitor counts coefficient
X3 = Time
Xj = Rooms inventory
X3 = Traffic counts
X4 = Visitor counts
REGRESSION OUTPUT:
Constant -1,531,706,402.31
Std Err of Y Est 65,551,909.73
R Squared 0.9920
R 0.9960
No. of Observations 10
Degrees of Freedom 5
VARIABLE COEFFICIENT STD ERROR t-VALUE
TIME 69,871,975.76 52,660,814.99 1.33
ROOMS
INVENTORY 50,468.10 13,732.86 3.67
TRAFFIC
COUNTS 1,060.94 1,597.48 0.66
VISITOR
COUNTS -65.31 79.99 -0.82
VARIABLE IS SIGNIFICANT IF -2.015 < "t" < 2.015 
FOR A 95% CONFIDENCE LEVEL
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Table 28 shows an insignificant correlation '
between gross gaming revenue, time, rooms inventory,
visitor counts, and lodging occupancy percent.
Table 28
Regression analvsis: Gross gaming revenue vs. time, 
rooms inventory, visitor counts, and lodging occupancv 
percent.
MODEL : Y = A + BjXj + B3X3 + B3X
Y = 
=
B: =
B3 = 
B4 = 
Xi =X3 =
X3 = X, =
$ Gross Gaming Revenue 
Time coefficient 
Rooms inventory coefficient 
Visitor counts coefficient 
Occupancy percent coefficient 
Time
Rooms inventory 
Visitor counts 
Occupancy percent
REGRESSION OUTPUT: 
Constant
Std Err of Y Est 
R Squared 
R
No. of Observations 
Degrees of Freedom
125,947,054.26
62,434,843.30 
0.9927 
0.9963 
10 
5
VARIABLE COEFFICIENT 
88,694,436.12 
30, 125.29 
5.52
TIME 
ROOMS 
INVENTORY 
VISITOR 
COUNTS 
OCCUPANCY
PERCENT -1,017,866,094.40 1,018,923,124.29
STD ERROR 
53,746,203.47 
18,594.72 
67.56
t-VALUE 
1.65 
1.62 
0.08 
- 1.00
VARIABLE IS SIGNIFICANT IF -2.015 < "t" < 2.015 
FOR A 95% CONFIDENCE LEVEL
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Table 29 indicates that there is a significant 
correlation between gross gaining revenue, time, and 
lodging occupancy percent and an insignificant 
correlation between gross gaming revenue, visitor 
counts, and traffic counts.
Table 29
Regression analvsis; Gross gaming revenues vs. time, 
visitor counts, traffic counts, and lodging occupancv 
percent.
MODEL; Y = A + + B^X, + B3X3 + B,X,
Y = $ Gross Gaming Revenue 
Bj = Time coefficient 
Bj = Visitor counts coefficient
Bj = Traffic counts coefficient
B̂  = Occupancy percent coefficient 
X3 = Time
X3 = Visitor counts
X3 = Traffic counts
X̂  = Occupancy percent
REGRESSION OUTPUT:
Constant 982,024,292.01
Std Err of Y Est 61,727,784.25
R Squared 0.9929
R 0.9964
No. of Observations 10
Degrees of Freedom 5
VARIABLE COEFFICIENT STD ERROR t-VALUE
TIME 126,592,521.80 53,909,567.85 2.35
VISITOR
COUNTS 22.51 58.71 0.38
TRAFFIC
COUNTS 3,048.88 1,821.93 1.67
OCCUPANCY
PERCENT -3,418,913,831.52 858,236,805.51 -3.98
VARIABLE IS SIGNIFICANT IF -2.015 < "t" < 2.015 
FOR A 95% CONFIDENCE LEVEL
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Table 30 shows that there is a significant 
correlation between gross gaming revenue, time, and 
lodging occupancy percent and an insignificant 
correlation between gross gaming revenue, rooms 
inventory, and traffic counts.
Table 30
Regression analvsis; Gross gaming revenue vs. time, 
lodging occupancv percent, rooms inventory, and traffic 
counts.
MODEL: Y = A + + B3X3 + B3X3 + B^X^
Y = $ Gross Gaming Revenue 
B3 = Time coefficient 
Bg = Rooms inventory coefficient 
B3 = Traffic counts coefficient 
B̂  = Occupancy percent coefficient 
X3 = Time
X3 = Rooms inventory 
X3 = Traffic counts 
X^ = Occupancy percent
REGRESSION OUTPUT:
Constant 
Std Err of Y Est 
R Squared 
R
No. of Observations 
Degrees of Freedom
VARIABLE
TIME
ROOMS
INVENTORY
TRAFFIC
COUNTS
OCCUPANCY
PERCENT
COEFFICIENT 
90,925,102.90 
20,213.84 
2,264 .96
65,358,501.242 
48,928,237.032 
0.9955 
0.9977 
10 
5
STD ERROR 
36,769,645.61 
11,313 .78 
1,275.68
-2,190,796,792.78 963,375,636.21
"t" < 2.015
t-VALUE 
2.47 
1.79 
1.78 
-2.27
VARIABLE IS SIGNIFICANT IF -2.015 < 
FOR A 95% CONFIDENCE LEVEL
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Table 31 indicates that there is a significant 
correlation between gross gaming revenue and time and 
an insignificant correlation between gross gaming 
revenue, rooms inventory, visitor counts, traffic 
counts, and lodging occupancy percent.
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Table 31
Regression analvsis; Gross gaming revenue vs. time, 
rooms inventory, visitor counts, traffic counts, and 
lodging occupancv percent.
MODEL: Y = A + + B3X3 + B3X3 + B^X^ + B5X5
Y = $ Gross Gaming Revenue 
Bj_ = Time coefficient 
Bj = Rooms inventory coefficient 
B3 = Visitor counts coefficient
B4 = Traffic counts coefficient
Bj = Occupancy percent coefficient 
X3 = Time
X3 = Rooms inventory
X3 - Visitor counts
X4 = Traffic counts
Xj = Occupancy percent
REGRESSION OUTPUT:
Constant -347,294,828.03
Std Err of Y Est 50,735,954.25
R Squared 0.9962
R 0.9981
No. of Observations 10
Degrees of Freedom 4
VARIABLE COEFFICIENT STD ERROR t-VALUE
TIME 110,446,806.70 45,166,524.74 2.45
ROOMS
INVENTORY 27,947.99 15,154.34 1.84
VISITOR
COUNTS -50.25 62.33 -0.81
TRAFFIC
COUNTS 2,838.32 1,501.84 1.89
OCCUPANCY
PERCENT -2,096,825,233.15 1,005,745,132.70 -2.08
VARIABLE IS SIGNIFICANT IF -2.132 < "t" < 2.132 
FOR A 95% CONFIDENCE LEVEL
The final forecasting model is taken from Table
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25 because all three independent variables make 
significant contributions to gross gaming revenue.
Table 32 represents the forecast of gross gaming 
revenue for Las Vegas "strip" casino/hotels compared to 
the actual gross gaming revenue results for 1983 
through 1992. The final model is:
Y = A + + B3X3 + B3X3
Y = $ Gross Gaming Revenue 
B3 = Time coefficient
Bg = Traffic counts coefficient 
B3 = Occupancy percent coefficient 
X3 = Time
X3 = Traffic counts 
X3 = Occupancy percent
Table 32
Actual vs. Forecasted Gross Gaming Revenues
LAS VEGAS STRIP 
GROSS GAMING REVENUE
YEAR ACTUAL PREDICTED DIFFERENCE
1983 1, 122,961,000 1,102,096,596 20,864,404
1984 1,267,999,188 1,293,060,310 (25,061,122)
1985 1,318,567,513 1,335,383,253 (16,015,740)
1986 1,371,208,476 1,370,052,517 1,155,959
1987 1,597,414,023 1,572,037,520 25,376,503
1988 1,739,265,206 1,811,612,900 (72,347,694)
1989 2,023,619,120 1,946,914,497 76,704,623
1990 2,278,666,097 2,275,876,799 2,789,298
1991 2,616,868,246 2,566,568,681 50,299,565
1992 2,530,932,046 2,593,897,842 (62,965,796)
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CHAPTER 5
SUMMARY AND CO NCLUSIO N
Summary of Regression Analvsis
Table 33 shows a brief summary of the single 
and multiple linear correlation results.
Table 33
TABLE
1
2
3
4
5
8
9
10 
11 
12
VARIABLE(S )
OCCUPANCY PERCENT 
TRAFFIC COUNTS 
TIME
VISITOR COUNTS 
ROOMS INVENTORY
TRAFFIC COUNTS 
OCCUPANCY PERCENT
TIME
TRAFFIC COUNTS 
TIME
VISITOR COUNTS
VISITOR COUNTS 
TRAFFIC COUNTS
TIME
OCCUPANCY PERCENT
VISITOR COUNTS 
OCCUPANCY PERCENT
ROOMS INVENTORY 
OCCUPANCY PERCENT
CORRELATION
SIGNIFICANCE
YES
YES
YES
YES
YES
YES
YES
YES
NO
NO
NO
YES
NO
YES
YES
YES
YES
YES
NO
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Table 33 continued
CORRELATION
TABLE VARIABLE(S ) SIGNIFICANCE
13 ROOMS INVENTORY YES
VISITOR COUNTS NO
14 ROOMS INVENTORY YES
TRAFFIC COUNTS NO
15 TIME YES
ROOMS INVENTORY YES
16 VISITOR COUNTS YES
TRAFFIC COUNTS NO
TIME NO
17 OCCUPANCY PERCENT YES
VISITOR COUNTS YES
TRAFFIC COUNTS NO
18 OCCUPANCY PERCENT NO
VISITOR COUNTS NO
ROOMS INVENTORY NO
19 OCCUPANCY PERCENT YES
VISITOR COUNTS NO
TIME NO
20 VISITOR COUNTS NO
ROOMS INVENTORY YES
TRAFFIC COUNTS NO
21 ROOMS INVENTORY YES
TRAFFIC COUNTS NO
OCCUPANCY PERCENT NO
22 TIME NO
ROOMS INVENTORY YES
TRAFFIC COUNTS NO
23 VISITOR COUNTS NO
ROOMS INVENTORY YES
TIME NO
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Table 33 continued
CORRELATION
TABLE VARIABLE(S) SIGNIFICANCE
24 TIME YES
ROOMS INVENTORY YES
OCCUPANCY PERCENT NO
25 TIME YES
TRAFFIC COUNTS YES
OCCUPANCY PERCENT YES
26 ROOMS INVENTORY NO
VISITOR COUNTS NO
TRAFFIC COUNTS NO
OCCUPANCY PERCENT NO
27 TIME NO
ROOMS INVENTORY YES
TRAFFIC COUNTS NO
VISITOR COUNTS NO
28 TIME NO
ROOMS INVENTORY NO
VISITOR COUNTS NO
OCCUPANCY PERCENT NO
29 TIME YES
VISITOR COUNTS NO
TRAFFIC COUNTS NO
OCCUPANCY PERCENT YES
30 TIME YES
ROOMS INVENTORY NO
TRAFFIC COUNTS NO
OCCUPANCY PERCENT YES
31 TIME YES
ROOMS INVENTORY NO
VISITOR COUNTS NO
TRAFFIC COUNTS NO
OCCUPANCY PERCENT NO
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Single Variable Tests. The single variable test 
was conducted to determine significant variables. The 
results found all variables: lodging occupancy percent, 
traffic counts, time, visitor counts, and rooms 
inventory, positively correlated to gross gaming 
revenue. The positive correlations indicate that as 
each variable increases, gross gaming revenue also 
increases. This confirms the review of literature, all 
are important and significant variables. It appears 
from these series of single variable tests that an 
increase of guest rooms generated by new hotels or 
additions of guest rooms to current hotels directly or 
indirectly increases gross gaming revenue.
Two Variable Tests. The two variable correlations 
generated four sets of significant tests. They were:
1) positive traffic counts and negative lodging 
occupancy percent correlation to gross gaming revenue;
2 ) positive time and negative lodging occupancy percent 
correlation to gross gaming revenue. 3) positive 
visitor counts and negative lodging occupancy percent 
correlation to gross gaming revenue; 4) positive time 
and rooms inventory correlation to gross gaming 
revenue.
One of the two variable combination, time and 
visitor counts, did not correlate to gross gaming
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revenue. The remaining five sets of variables only 
generated a single variable of the set of two with a 
positive correlation to gross gaming revenue. These 
two variables tests suggest that there may be co­
linearity between some of the five variables. The 
observation noted for the single variable correlation, 
rooms inventory, was supported by the two variable 
tests, because rooms inventory had a positive 
correlation when tested with each of the other four 
variables to gross gaming revenue.
Three Variable Tests. Five variables, taken 
three at a time, generate 10 sets of three variables. 
Only one test resulted in a set of three variables all 
having a significant correlation to gross gaming 
revenue. Table 25 results indicate that time and 
traffic counts had a positive effect, while lodging 
occupancy percent had a negative effect on gross gaming 
revenue.
It appears that there is co-linearity between 
two sets of variables: 1) visitor counts and lodging 
occupancy percent; 2) time and rooms inventory. The 
visitor counts and lodging occupancy percent co­
linearity is supported by Tables 17, 18, and 19. The 
time and rooms inventory co-linearity is supported by 
Tables 22, 23, and 25. Tables 16, 20, and 21 indicated
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a single significant variable of the group of three 
variables. The apparent co-linearity relationships are 
confirmed in Table 25, where only lodging occupancy 
percent (and not visitor counts) and time (and not 
rooms inventory) and traffic counts all make 
significant contributions when estimating gross gaming 
revenue.
The three significant variable set, time, traffic 
counts, and lodging occupancy percent, suggests an 
interesting scenario. Gross gaming revenue in Las 
Vegas, generally increases with time and traffic 
counts, both are reasonable and expected results. The 
negative effect of lodging occupancy percent and 
increased gross gaming revenue can be explained as 
follows; as new properties open, there is an immediate 
increase in visitor counts, many are attracted by the 
new gaming complexes and are viewing the properties 
while not necessarily participating in gaming 
activities. Also, as new guest rooms are added to the 
total rooms inventory, the increase in total visitor 
counts for an extended period of time is not adequate 
to maintain current lodging occupancy levels, so total 
lodging occupancy percent decreases (the negative 
lodging occupancy effect on gross gamine revenue).
This implies that rooms are added in large numbers.
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higher than the visitor growth rate.
The final conclusion that can be reached regarding 
the three-variable correlation is that none of the 
following sets of variables (four variable sets and the 
five variable set) should generate significant findings 
because of the apparent co-linearity between two sets 
of variables, time and rooms inventory and visitor 
counts and lodging occupancy percent.
Four Variable Tests. Five variables taken four at 
a time results in five sets of results. Because of the 
apparent co-linearity of two sets of two-variables, 
none of the sets of four variables improved gross 
gaming revenue forecasts found in the previous section. 
In each set of four variables with a significant 
correlation to gross gaming revenue, one of the co- 
linear variables was responsible for the correlation. 
Hence, in the opinion of the researcher none of the 
sets of four variables could be used on a final gross 
gaming revenue forecasting model.
Note: In the normal process of determining 
significant variables, one of the more insignificant 
variables would be eliminated from the set of four 
resulting in the three variable sets shown in the 
previous section. This confirms the conclusion reached 
at the end of the previous section.
R eproduced with perm ission of the copyright owner. Further reproduction prohibited without perm ission.
6 5
Five Variable Test. The final five-variable 
multiple linear regression test did not improve the 
forecasting of gross gaming revenue. This result was 
anticipated because of the results obtained in the 
previous sections.
Forecasting Model. Based on the results of all 
thirty-one tests, the final regression model is taken 
from Table 25.
It is :
Y = A + B3X3 + BjXj + B3X3
Y = $ Gross Gaming Revenue 
A = Constant
B3 = Time coefficient 
Bj = Traffic counts coefficient 
B. = Occupancy percent coefficient 
X3 = Time
X; = Traffic counts 
X3 = Occupancy percent 
In order to test the accuracy of the final model, the 
regression equation from table 25 was applied to the 
group of Las Vegas "strip" casino/hotels reporting 
gross gaming revenue of $20 million to $60 million, 
approximately 13 casino/hotels, and to the group of Las 
Vegas "strip" casino/hotels reporting gross gaming 
revenue of $60 million and above, approximately 8
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casino/hotels, for the period of 1983 through 1992.
For the group of hotel/casinos reporting gross 
gaming revenue of $20 million to $60 million, the 
forecasted gross gaming revenue was $3,591,210,156.
The actual gross gaming revenue for that period were 
$3,591,210,156 hence the model's forecast is 100 
percent of the actual results (see Figure 1). For the 
group of hotel/casinos reporting gross gaming revenue 
of $60 million and above, the forecasted gross gaming 
revenue was $12,454,654,008. The actual gross gaming 
revenue for that period were $12,454,654,008, hence the 
model's forecast is 100 percent of the actual results 
(see Figure 1).
The Impact. The impact of new mega-resorts on 
existing properties an be measured as a total impact, 
shown in Figure 1, or as a change from normal, shown in 
Table 34 and Figure 2, as if the new mega-resorts had 
not been built.
Table 34 shows the actual gross gaming revenue 
for Las Vegas "strip" casino/hotels reporting gross 
gaming revenue of $20 to $60 million and gross gaming 
revenue of $60 million and above. Also included is an 
estimate of the gross gaming revenue for the previously- 
mentioned casino/hotels if the new mega-resorts had not 
been built. An average of the percentage change in
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gross gaming revenue for 1983 through 1988 was used to 
estimate gross gaming revenue for 1989 through 1992.
For comparison purposes, the final regression model 
(Table 25) was included to help show the impact of new 
mcga-resorts on existing properties.
Table 34
Las Veaas "strio" Gross Gamina Revenue $20 to $60
Million
ACTUAL ACTUAL
WITHOUT WITH
MEGA MEGA FORECASTED
1983 $390,639,000 $390,639,000 $468,782,310
1984 546,082,989 546,082,989 477,629,880
1985 407,265,176 407,265,176 385,619,862
1985 349,233,729 349,233,729 341,348,818
1987 305,813,668 305,813,668 324,619,775
1988 333,028,418 333,028,418 316,413,368
1989 ' 330,697,219 264,759,462 299,131,554
1990 * 328,382,339 383,515,563 320,094,438
1991 * 326,083,662 318,248,722 357,566,107
1992 ' 323.801,077 292 ,623,429 300,004,043
$3,591,210,156 :$3,591,210,156
Las Veaas "strio" Gross Gamina Revenue $60 Million and
Above
ACTUAL ACTUAL
WITHOUT WITH
MEGA MEGA FORECASTED
1983 $ 598,901,000 $ 598,901,000 $ 496,716,295
1984 578,486,928 578,486,928 661,579,311
1985 743,693,628 743,693,628 799,086,082
1985 848,691,446 848,691,446 868,453,148
1987 1,101,947,424 1,101,947,424 1,077,016,521
1988 1,238,659,612 1,238,659,612 1,313,909,236
1989 *1,440,561,129 1,611,576,807 1,453,854,671
1990 *1,675,372,593 1,679,059,959 1,746,888,210
1991 *1,948,458,325 2,069,556,867 1,979,328,688
1992 *2,266,057,032 1,984,080,337 2,057,821,846
$12,454,654,008 $12 ,454 ,654 ,008
estimate
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Conclusion
The goal of this author, in conducting this 
research, was to provide operators of existing Las 
Vegas "strip" casino/hotels with the ability to 
determine the impact that a new mega-resort 
casino/hotel has on gross gaming revenue. Three sets 
of impacts are noted below.
Impact #1. The addition of new mega-resorts did 
not have an effect on the growth of gross gaming 
revenue. This indicates that gross gaming revenue 
would have probably increased without the new mega­
resorts to its current level. Hence, gross gaming 
revenue is shared by all properties existing and new 
mega-resorts and the new mega-resorts have absorbed the 
normal growth of gross gaming revenue. The group of 
existing properties may have had a reduction in or 
stabilized gross gaming revenue.
Conclusion #1. New mega-resorts did not have an 
apparent positive impact on gross gaming revenue.
Impact #2. The results of comparing the actual 
gross gaming revenue, for Las Vegas "strip" properties 
reporting $20 to $60 million in gross gaming revenue, 
showed that the new mega-resorts had a negative impact 
on gross gaming revenue. Hence, as the new mega­
resorts gained in gross gaming revenue, the existing
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properties decreased in gross gaming revenue (Figure
2 ) .
Conclusion #2. New mega-resorts had a negative 
impact on gross gaming revenue for gaming properties 
generating $20 to $60 million in gaming revenue.
Impact #3. The results of comparing the actual 
gross gaming revenue, for Las Vegas "strip" properties 
reporting $60 million and above in gross gaming 
revenue, showed that the new mega-resorts had a 
negative impact on gross gaming revenue. Hence, as the 
new mega-resorts gained in gross gaming revenue, the 
existing properties decreased in gross gaming revenue 
(Figure 2 ).
Conclusion #3. New mega-resorts had a negative 
impact on gross gaming revenue for gaming properties 
generating $60 million and above in gaming revenue.
I would suggest that future research be centered 
on the impact that Treasure Island, Luxor, and MGM 
Grand casino/hotels will have on gross gaming revenue 
of existing Las Vegas "strip" casino/hotels. Due to 
the unusual nature of the opening of three new mega­
resort casino/hotels at approximately the same time, it 
will be necessary for several years worth of future 
data surrounding the independent variables in the final 
regression model to accumulate before applying this
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model to those new mega-resorts. The next step is 
utilize the model to forecast into the future what 
gross gaming revenue for specific ranges or locations 
will be after projecting the appropriate independent 
variables.
R eproduced with perm ission of the copyright owner. Further reproduction prohibited without perm ission.
f i g u r e  1 RESULTS OF IMPACT #1
$20 TO $60 MILLION GROSS GAMING REVENUE
■Ü
FORECAST
1983 1984 1965 1986 1987 1988 1989 1990 1991 1992
$60 MILLION AND ABOVE GROSS GAMING REVENUE
71
□  ACTUAL 
■  FORECAST
1983 1984 1965 1986 1967 1988 1989 1990 1991 1992
R eproduced  with perm ission o f the copyright owner. Further reproduction prohibited without perm ission.
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APPENDIX B
TRAFFIC COUNTS BY COUNTING DEVICE 
BASE AREA
74
YEAR #260 #261 #262 #283 #284
1983 36,000 26,100 45,800 50,200 48,900
1984 38,200 23,450 45,100 44,300 45,750
1985 49,200 26,900 51,900 45,600 47,100
1986 49,800 23,450 53,800 46,300 48,575
1987 48,100 24,800 52,400 47,925 50,200
1988 49,300 26,000 53,600 49,700 51,200
1989 49,900 27,950 54,200 46,700 47,465
1990 54,800 29,850 58,400 60,700 51,500
1991 53,900 30,100 59,600 51,600 52,400
1992 54,300 30,500 63,000 49,400 51,200
YEAR #772= #577 #572 #576 #628
1983 9,561 32,750 35,000 33,700 33,900
1984 8,560 33,770 36,400 34,800 28,000
1985 12,600 37,170 36,000 39,100 31,720
1986 14,200 33,900 30,775 32,940 28,380
1987 15,000 38,300 39,600 35,900 31,800
1988 15,125 47,800 40,300 48,100 34,800
1989 14,600 49,000 37,100 49,300 40,750
1990 15,450 49,600 37,000 48,500 38,550
1991 15,650 54,100 33,700 52,900 36,200
1992 15,400 52,700 33,600 55,600 37,100
YEAR #280 #775 #277 #276 #279
1983 33,000 11,176 32,000 46,500 53,100
1984 33,000 12,890 32,000 48,100 53,800
1985 41,800 13,740 39,000 50,700 52,700
1986 30,900 12,925 30,800 60,100 53,600
1987 33,250 16,950 36,200 57,000 50,900
1988 38,200 18,075 37,900 52,900 49,500
1989 44,100 18,000 42,000 48,900 51,900
1990 39,550 17,700 40,900 48,300 52,600
1991 39,700 18,300 40,300 50,500 57,000
1992 39,400 17,700 37,200 53,400 5 7,300
‘ Data for 1983 was estimated using linear regression 
due to the fact that the Nevada Department of 
Transportation did not measure this location.
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APPENDIX B CONTINUED
TRAFFIC COUNTS BY COUNTING DEVICE
TARGET AREA
75
YEAR #267 #268 #270 #266
TOTAL
TRAFFIC
COUNTS
1983 31,800 29,200 46,200 45,300 721,677
1984 33,500 30,800 41,600 43,700 708,120
1985 34,390 32,890 42,700 48,900 779,910
1986 35,150 33,600 48,450 50,600 765,170
1987 37,100 35,540 50,400 52,100 802,065
1988 39,900 37,700 53,000 53,300 846,550
1989 36,850 36,445 50,000 53,900 844,960
1990 47,700 44,900 54,300 56,900 892,200
1991 45,100 46,000 53,300 52,300 888,450
1992 47,800 46,900 51,300 50,400 892,200
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APPENDIX C
LAS VEGAS VISITOR VOLUME
VISITOR 
YEAR TOTALS
1983 12,348,270
1984 12,843,433
1985 14,194,189
1986 15,196,284
1987 16,216,102
1988 17,199,808
1989 18,129,684
1990 20,954,420
1991 21,315,116
1992 21,886,865
APPENDIX D
LAS VEGAS OCCUPANCY STATISTICS
OCCUPANCY 
YEAR PERCENTAGE
1983 72.6%
1984 70.0%
1985 79.8%
1986 81.4%
1987 83.4%
1988 85.1%
1989 85.2%
1990 84.7%
1991 80.3%
1992 83.9%
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APPENDIX E
TOTAL LAS VEGAS ROOM INVENTORY
YEAR
TOTAL
ROOMS
1983 52,529
1984 54,129
1985 53,067
1986 56,494
1987 58,474
1988 61,394
1989 67,391
1990 73,730
1991 76,879
1992 76,523
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